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1. DOWNTOWN ZONE 


This document will describe the Downtown zone in some detail, describing the 
various districts and points of interest in Downtown along with establishing the 
tones and themes in each of the districts. 
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1.1. OVERVIEW 


Downtown should be a futuristic, urban environment filled with modern 
architecture and lots of energy and movement. This is the zone that 
players will migrate to after they have exhausted the Suburbs. It is also 
the zone that experienced players will return to when they wish to create 
new Nanos. Additionally, this zone will contain the city station, which will 
be the transportation hub for the game. 


This zone is the first one where the players are on their own, after the 
more directed experience of the Suburbs. It should provide a nice 
mixture of quests, hunting and environmental puzzles. 


1.2. MAJOR DISTRICTS 


Downtown is about 3 square kilometers divided into four major districts: 
Orchid Bay, the science district, Midtown, and the city park. 


1.2.1. ORCHID BAY 


Orchid Bay is an area of leisure for the citizens of Downtown. Cruise 
ships are anchored at a marina next to a San Francisco-like wharf 
where players can shop. A bizarre aquarium, a spooky dock, and life 
size sand castles are some of the interesting attractions that players can 
explore. This is also the home of Juniper Lee, the world's protector. 


1.2.2. SCIENCE DISTRICT 


Fueled by the rival teen technological geniuses Dexter and Mandark, 
the science district stands out in a high-tech, futuristic city as the most 
technically advanced and sophisticated environment in the game. 
Players can shop for the latest high-tech gadgets or encounter the evil 
Mojo Jojo in his observatory atop an incongruous volcano in the middle 
of a park. 


1.2.3. MIDTOWN 


Midtown is a mass of towering skyscrapers interconnected by habitrails, 
catwalks, and ziplines. It is the truly metropolitan part of Downtown, 
where players will discover fantastic shopping districts, auditoriums, 
giant Times Square-sized signs, and a large transportation hub. 


1.2.4. CITY PARK 


Near Midtown is a gigantic greenspace in the middle of the city. Here 
players will discover wooded groves, hiking trails and open fields. At the 
center of the park is the Great Machine that all players use in order to 
upgrade their Nanos. It is also the location of the CN NPCs' command 
center, the hub of the resistance. 


1.3. ENVIRONMENTAL PUZZLES 


The environmental puzzles should be conceived as environments in the 
game that Lord Fuse has distorted as part of his scheme to absorb the 
planet. To start the conversion process, various devices have to be 
placed on a building or area and “fueled” by different power sources. 
Once enough of these devices are functioning, the original environment 
starts to deform. At a certain point, the conversion is successful and 
Fuse gains a foothold on our planet, making that environment a source 
of infection that will grow if left unchecked. 


It is up to the players to enter these environments and stop them from 
expanding. They do this by completing quests within the environments 
and by collecting “shinies” or items that the monsters use to spread the 
infection. 


Fuse has been relatively successful in Downtown, having created 
eleven different infected environments, and is working on many more. 
Each of these infected areas is in various stages of conversion, with the 
Dark Engine in the science district fully converted and the aquarium in 
the harbor district the most recent and hence least converted. 


1.4. ZONE TRANSPORTATION 


In addition to traveling on foot or by vehicle, the players can choose to 
use the zone transportation system. This system is essentially an 
environmental puzzle that will reward players as well as move them 
quickly from one district in the zone to another. 


In the Downtown zone this system is an environmental puzzle called the 
Skateway, combining the action of a skateboard game with the 
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convenience of being able to move around the zone quickly. It has on- 
and off-ramps at all of the major districts and allows the players to use 
their vehicles to quickly traverse the zone, while at the same time using 
the environmental puzzle features to make the trip a game. 


Visually, the Skateway is an elevated skateboard park/freeway system, 
with ramps, jumps, moving platforms and so forth, but it has also has 
been recently taken over by Fuse. The players can grab shinies and 
destroy monsters in their journey to slow Fuse’s expansion. 


In this system, players must maneuver their skateboards through the 
twists and turns, grabbing construction items used by the monsters, and 
avoiding monsters that are trying to knock them down. Once they reach 
an off-ramp for the district they are going to, they swerve into the exit 
and are launched through the air. They come down at the main 
entrance to that district. Signs nearby will tell them the points they 
earned in the game, and leader boards will give them information about 
all-time high scoring players. 


1.5. ART DIRECTION 


The shape of our city shall be very much influenced by modern 
architecture, taken slightly into the future. Imagine 30 years from now, in 
a clean, near-utopian city where new age materials are most prolific, but 
with enough “old style” architecture to give the place a sense of history. 


1.5.1. ARCHITECTURE 


Buildings are mostly metal, plastic, glass, concrete and stone. Brick and 
wood are rarely used. Colored concrete and stone is used for texture 
and to provide some warmth to the palette. Even with the smoothness 
of the material, geometrical detailing and extruded shapes are used 
everywhere. 


Buildings should be planned with features for players to take advantage 
of and explore. Combinations of geometrical forms collide to create new 
angles. The players’ desire to climb and leap should be accounted for in 
the scale and spacing of the buildings. Architecture that resembles an 
intersection of different shapes, like Daniel Libeskind’s, would create 
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interesting shapes to explore. The heights can vary from two-story office 
buildings to towering skyscrapers to open-air malls. 





1.5.2. TECHNOLOGY 


Another key place where the world will mature is through its technology. 
Again the influence of anime will come through, instead of the more 
simplistic and graphic nature of our shows’ backgrounds. Advances in 
technology will give this world an almost ambient glow as well as 
provide us with plenty of potential for active exploration. Generally, it is 
the element most responsible for carrying the futuristic feel of the world. 


Traditional utilities will be updated and used to add more dynamic play. 
Slightly recessed luminescent plates would provide lighting. Traditional 
neon signage would be replaced with backlit laser cut signs. In certain 


places we'd like this signage to dominate, as seen in Asian streets or 
Blade Runner. Pipes can extrude in places but should be oversized, 
well planned and well kept. Public transportation stops will be replaced 
with marked launch spaces by which players would access personal 
transports such as hovering scooters or mass transit skate rails. If a 
common, everyday object does not add to gameplay or environmental 
exploration it may not be necessary. 


Kinetic movement is the main emphasis of this world. The technology 
used to achieve this should take a page from traditional means of ‘play 
motion’ such as running, jumping, climbing, swinging, etc, and interpret 
it though a futuristic lens. This is a city of trampolines and zip lines, 
hovering plates, zigzagging hamster trails, air jets, launchers, 
teleporters, bungee cords, skate ramps, slides, magnetic attractors and 
repulsors, etc. All of these items should be made to seem high-tech and 
purposeful. They would be almost natural for the residents of this world 
and intriguing to our players. 


A lot of this kinetic movement is going to be restricted by our 
technology. At a minimum the environment must allow for players to 
jump, climb and explore the space in all three dimensions. Through the 
use of items we can increase the avatar’s ability to do these basic 
functions. 
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2. ORCHID BAY DISTRICT 


This section details the Orchid Bay district of the Downtown zone, giving 
information about the overall feel of the district, what players can expect to do 
here, and points of interest that players will find in the district. 
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2.1. OVERVIEW 


Orchid Bay is primarily directed to leisure activities rather than industrial 
commerce. Players can find cruise ships, ferries, fishing boats, and 
various types of hydrofoil and hovercraft vessels. While there should be 
some warehouses and lots filled with shipping containers, in general, 
think of the harbor as a port of call for a cruise ship line, or a tourist 
destination like Fisherman’s Wharf in San Francisco. 


This is also the home of Juniper Lee. In her area of the world, monsters 
roam everywhere but only she and a select few can see them. And now 
some new monsters have come to town! Fuse's influence is apparent in 
Orchid Bay, with the islands off the shore inaccessible due to a strange, 
foggy mist. Fuse is also trying to take over the local aquarium. 


The district should be about a half a square kilometer and is moderately 
dense. Buildings here are low and comfortably spaced. 


2.2. WALKTHROUGH 


As our hero Leeroy descends the ramp from the Skateway, he looks 
around Orchid Bay's harbor. The ramp has placed him in the middle of a 
wide plaza. In the center of the plaza stands a giant modern sculpture 
resembling half of a ship’s steering wheel rising from the ground. To his 
right in the distance, Leeroy spies the tall ships pulled up to the pier. He 
heads toward them, looking for the aquarium where Fuse is said to have 
taken over. 


Orchid Bay seems to be a light and airy zone, clean and crisp. Most of 
the buildings are no taller than three stories and are modern 
interpretations of old seaside structures. Palm trees sway along the 
tightly-tiled cobblestone streets. As he clears the last building, Leeroy 
finds himself in the middle of the wide wharf area. 


To his left, Leeroy can see down the stretch of shops that border the 
seaside park. Various and sundry stores face the park, including a 
tavern, a surf shop and clothing boutique. Along the streets, lampposts 
are found that resemble thin obelisk-like lighthouses with the lamp 
housing floating at the top. From the base of each, a sculpted tentacle 


rises up around the shaft. Interspersed throughout the area are metal 
wastebaskets that loosely resemble old barrels. 


On the far side of the park, the land curves out into the bay in an arc, 
where the various piers stretch out into the water like spokes. On the 
largest central pier, people can be seen running up and down between 
the shops, stalls and amusements. Giant sea vessels of various types, 
from cruise liners to hydrofoils, bob gently in the water. Along the 
boardwalk, anchor chains stretch from stone block to stone block, 
creating a fence protecting players from the long drop to the water 
below. Across the bay, an eerie green fog covers the horizon, through 
which Leeroy can see the vague silhouette of a lighthouse atop a 
craggy looking island. 


In the center of the park is Leeroy’s destination: the aquarium. The 
aquarium dominates the open area, its giant glass façade gleaming in 
the sunlight. However, attached in several places over the exterior are 
huge, amorphous green blobs of goo. Each is about 20 feet wide and 
attached to the glass by a long offshoot. From inside each slimy bubble, 
Fuse’s gelatinous minions invade the aquarium tanks. These gooey 
fiends have taken on marine-like forms and are the chief agents in 
maintaining Fuse’s hold on the aquarium. Leeroy can see what looks 
like other players swimming in among the huge coral formations and 
varied sea life, fighting off the enemy. He heads toward the entrance, 
ready to join the battle. 
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2.3. POINTS OF INTEREST 


Orchid Bay is situated in the northwest section of the zone. Here players 
may shop for nautically-themed items, climb the lighthouse, and swim in 
the aquarium. The monsters in this zone all take on some nautical 
theme. 


2.3.1. SKULL ROCK (ENVIRONMENTAL PUZZLE) 


Visible from the shore in Orchid Bay is a large island whose rocky 
features have come to resemble a monstrous skull. Sitting atop this 
island is a lighthouse that signals to passing ships. 
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This location is not a playable area when the game is first released, and 
it can only be viewed from shore. However, it will be turned into a 
playable area. 


Once the island is made playable, characters will be able to explore and 
fight Fuse’s minions, who have taken over the lighthouse and converted 
it into a massive vertical platform game. Below the lighthouse is an 
entrance to a network of underground caverns where players can 
explore, fight monsters and discover lost treasures. 


2.3.2. AQUARIUM (ENVIRONMENTAL PUZZLE) 


This aquarium is a towering glass structure that dominates the Orchid 
Bay district. From the street, players will be able to see all kinds of fish 
swimming inside of it, along with aquatic plant life and beautiful coral 
formations. However, the aquarium has also been infected by Fuse, and 
his monsters are busy trying to rid it of its last vestiges of normal marine 
life. They have attached transparent structures onto the outside of the 
aquarium that are not only pumping green goo into it, but are also 
sending unnatural sea creatures into the aquarium. 


2.3.3. SAND CASTLE (ENVIRONMENTAL PUZZLE) 


On a stretch of beach, players will discover a life-sized sand castle that 
has partly deteriorated or sunken into the sand. Players will still be able 
to enter the castle and explore its underground halls. 


2.3.4. THE WHARF 


Along the waterline is a long wharf that resembles the Santa Monica 
pier and Fisherman’s Wharf in San Francisco. It is both a tourist 
attraction and a working sea port. Here the players can finds modern 
private yachts (hovercraft and hydrofoils), ferries, fishing boats and 
small cargo ships. On the piers they may find amusement park 
attractions and many rows of shops and restaurants. 
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3. SCIENCE DISTRICT 


This section details the science district of the Downtown zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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3.1. OVERVIEW 


The science district is a bit like Disneyland’s Tomorrowland meets the 
movie Robots. It is sleek, sophisticated and futuristic. There should be 
ponds, fountains, museums, research facilities, and tall buildings. 
Dexter and Mandark have created their competing high-tech empires 
here, and the competition is driving this district to the bleeding edge of 
our futuristic world. 


This high-tech world is contrasted with one of Fuse’s most advanced 
structures, the Dark Engine. Totally different in texture and form from all 
of the other buildings in the district, the Dark Engine represents the ugly 
side of technology: it’s a dirty, monstrous structure regularly belching 
pollutants into the world. 


The buildings are generally unique and futuristic, tall but not towering. 
They should be spaced evenly and divided up by plazas. Mojo’s volcano 
will be the tallest structure and sits in the center of the largest plaza. 


3.2. WALKTHROUGH 


After taking on the aquarium in the harbor district, Leeroy finds that his 
favorite weapon is out of ammo and heads to the science district. He 
darts westward towards the taller buildings along the skyline. 


Arriving at the main plaza, he gazes around, marveling at the wonders 
of the hi-tech science district, while trying to locate the specific shop 
where he can reload his weapon. Tall, sleek buildings line the plaza, 
and a glass ceiling hangs just a few stories above the pedestrians and 
neatly landscaped spaces. Integrated into the ceiling is a complex 
network of translucent catwalks where Leeroy sees players running to 
and fro. The buildings here take on unique shapes, like giant floating 
scientific displays resembling atomic structures with anti-gravity 
technology propelling the giant spherical electrons around higher spires. 


On one end of the plaza sit the rival towers of Dextech and Madark 
Industries. Dextech sits as a shining symbol of industry, while its dark 
looming neighbor echoes Mandark’s megalomania, with its spiky 
ornamentation. 


On the far opposite end of the plaza sits Fuse’s intrusion into this area, 

a dark, engine-like structure spewing smoke into the skies above it and 
seeping sludge into the streets. The sides of the building seem organic, 
spiny and pulsing with evil energy, while giant 30 foot gears rise out of 

the street alongside. "Whoa," thinks Leeroy, "better focus on the task at 
hand." 


Walking up to a nearby sign, he glances at the many floating 
holographic panels pointing to various locations in the area. He finds his 
direction and heads toward the supply shop. A quick exchange with the 
NPC merchant there sends him on his way. 


As he steps out of the shops he looks upward at the large structure in 
the very center of the plaza. Incongruously, a thin, towering volcano juts 
out of the center of the plaza through a circular gap in the glass ceiling, 
reaching high above the surrounding buildings. Atop the volcano sits a 
familiar site, Mojo Jojo's observatory, but the telescopic arm that usually 
rotates around scanning the skies for the Powerpuff Girls now seems to 
hang limply off the round dome. Leeroy recognizes an opportunity to 
procure a Mojo Jojo Nano to expand his collection of Smart Nanos. He 
heads to the base of the volcano to confront the maniacal monkey and 
acquire the necessary quest item. 
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3.3. POINTS OF INTEREST 


The science district is located in the northeast corner of the zone. If the 
players choose to, they may use the spaceport located here to blast off 
to the moon once that zone is open. Also located here are modern 
shops that sell everything from high-tech ammo and weapons to 
futuristic foods. 


3.3.1. DEXTECH HEADQUARTERS 


Dominating one side of the district is the Dextech complex, a massive 
research center built by Dexter. The complex will have a very large 
tower that is integrated with a series of supporting buildings covering 
various aspects of technical research intended to improve the world (or 
at least satisfy Dexter’s innate curiosity). 


3.3.2. MANDARK INDUSTRIES 


Not to be outdone by Dexter, Mandark has also set up offices in this 
district. While the Dextech complex is a sleek mixture of glass and 
chrome, Mandark Industries headquarters symbolizes technical 
domination and engineering. It is still sophisticated and ultramodern, but 
has a much more intimidating architecture and atmosphere. 


3.3.3. MOJO’S OBSERVATORY 


Sitting atop a volcano in the middle of a park is a giant observatory that 
is home to Mojo Jojo. This environment is taken directly from The 
Powerpuff Girls, and should recreate the feel of the original, but updated 
for our game environment. 


Players will be able to climb up to the top of the observatory and talk 
with Mojo or descend into the small complex of machinery and storage 
rooms below and within the volcano. 


3.3.4. THE DARK ENGINE 


Standing in total contrast to the high-tech sophistication of the science 
district is the Dark Engine. This anachronistic engine is a monstrosity 
from another age built from rusted, heavy iron gearworks. It is a dark 
symbol of the evil of technology and pollution, contrasting the digital 
sleekness of our world with the mechanical. It is also the most advanced 
example of Fuse’s distortion of our world. 


3.3.5. SPACEPORT (ENVIRONMENTAL PUZZLE) 


The spaceport complex has a number of rockets and ships waiting for 
launch on launch pads and gantries. There are some monsters in the 
area, and like the lighthouse in Orchid Bay, the spaceport is shut down, 
with no launches to the moonbase because of Fuse. 


3.3.6. ARBORETUM (ENVIRONMENTAL PUZZLE) 


The arboretum is an outdoor structure filled with flora from throughout 
the universe. This area is full of twisting paths moving from one 
micro-eco system to another. 
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3.3.7. CITY ZOO (ENVIRONMENTAL PUZZLE) 


The city zoo was once a gorgeous attraction and research center, but 
Fuse and his minions have seized control of it. While they haven’t had a 
chance to infect it, the caged animals have mysteriously disappeared 
and the whole area is dark and creepy, as if a storm cloud is perpetually 
hanging over it. Already a spooky labyrinth of abandoned cages and 
habitats, Fuse's minions roam the zoo and lurk in dark places, leaping 
out to attack unsuspecting players. 
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4. MIDTOWN DISTRICT 


This section details the Midtown district of the Downtown zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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4.1. OVERVIEW 


Midtown is hip, urban and modern, filled with skyscrapers 
interconnected with a series of habitrails and zip lines. Because it 
houses the main transportation hub and auction house, players of all 
levels will be moving through here often. As a result, it should look and 
feel like a busy downtown district in a metropolitan city. 


The two main features of the district are the transportation hub and the 
shopping area located in the underground mall. In this shopping area, 
the players may not only find things to buy from NPCs, but they can also 
find the player-to-player auction house. 


This district is about 1 square kilometer and is a very dense urban 
environment. Most of the skyscrapers dominate the dense landscape 
with lower areas scattered throughout. The tower at the city station 
should be the tallest structure, a web of habitrails emanating from it and 
piercing the higher parts of the surrounding buildings. 


4.2. WALKTHROUGH 


Leeroy feels triumphant after having completed Mojo’s quest, receiving 
one of the verbose villain’s turbans as a reward. With the turban and a 
binder in his inventory, he sets off to find more blobs necessary to 
create the Nano. He takes the Skateway to Midtown where he knows he 
can find the type of enemies he needs. 


The Skateway exit puts him in the center of Midtown, near the city 
station tower. This main depot provides all means of transportation in 
Downtown and also includes ways to get to the outer zones. All sorts of 
fantastic and familiar vehicles can be seen leaving the various arched 
exits, including hovering cars, the Camp Kidney and Foster’s bus, 
saucer-shaped flyers and more. 


From the center of the large cylinder a giant spire stretches upward, 
topped by three huge holographic clock faces that rotate for all to see. 
Through the holographic surface, Leeroy can see hints of complicated 
inner workings. A few yards below the clock is a disk-shaped platform 
with many habitrails extending from it and forming a web that connects 
the skyscrapers of Midtown. Leeroy sets his sights on the tubes through 


which other players are running, fighting Lord Fuse’s infestation 
throughout. “Perfect!” 


Entering the main hall of the central tower, he weaves through the traffic 
of players heading to the various boarding gates and heads to the giant 
elevator platforms in the center. He gets on just as the elevator starts 
up, a giant shaft that rises through the center of the tower all the way to 
the habitrail nexus. Disembarking with his fellow travelers to the railed 
platform surrounding the elevator shaft, Leeroy glances around at the 
various exits. He chooses one and darts through the opening. 


Running along the transparent parts of the tubes, Leeroy spies the busy 
streets below: theater row, littered with marquees; the underground 
mall, with its four open-air plazas stretching off into the distance. The 
streets here are not as clean as the science district, but resemble more 
of a regular city with technological updates and sleek structures. The 
buildings all reach into the skies with the various tubes piercing through 
them. Monsters begin to appear in the winding tube ahead as Leeroy 
approaches the darkened portion that passes through one of the 
skyscrapers. “Let’s do this!” He prepares his weapon and calls out his 
Megas Nano. 


4.3. POINTS OF INTEREST 


Midtown is in the center of the Downtown zone. As mentioned, Midtown 
is a commerce and transportation hub that players will visit or pass 
through often. However, the forest of skyscrapers and the network of 
tunnels, ziplines and catwalks connecting them make for a thrilling play 
environment. 
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4.3.1. CITY STATION 

The city station is the transportation hub located in the center of 
Midtown. From this location, players may move quickly and easily 
between zones. The area around the city station is safe. 


City station has a central clock tower that connects the players to the 
upper level of the skyscraper habitrails. At the top is a futuristic clock 


that has its inner workings exposed, with some of the working elements 
just floating. 


4.3.2. BANDSHELL (ENVIRONMENTAL PUZZLE) 


A large, outdoor concert hall, the bandshell has been infected by Lord 
Fuse and his minions. In the bandshell, the stage is sunk into a bowl in 
the ground with seating rising up the sides. The stage is filled with 
scaffolding, holding lights and canvas sun screens that stretch over the 
area, providing trampolines and zip lines for players to climb on. 


The rows and rows of seats that radiate out from the stage have been 
infected and move up and down, creating an ever changing maze that 
the players can move through. 


4.3.3. CONSTRUCTION SITE (ENVIRONMENTAL PUZZLE) 


Taking up a full block in this district is a large construction site with 
heavy equipment, half-completed buildings, and construction supplies 
strewn all over it. Like the bandshell, it has been infected by Fuse. 


Player characters can sneak under the fence surrounding the block and 
jump behind the wheel of a giant bulldozer or front-end loader. They can 
also climb up the scaffolding of the skyscraper under construction, 
jumping from floating platforms to suspended girders. 


4.3.4. SUNKEN MALL 

This shopping area is the primary shopping zone for the game. It is 
similar to the open sunken areas of the Coex. In this mall we have 
various shops and the auction hall. 
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5. PARK DISTRICT 


This section details the park district of the Downtown zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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5.1. OVERVIEW 


The city park is the central hub of the downtown zone, a greenspace 
surrounded by the other districts. It is home to the Great Machine, 
where players create and upgrade their Nanos, and the City Hall that 
has been converted to the resistance command center. It should look 
like a cross between New York’s Central Park and small town parks. 


Since players are going to be visiting this zone to level up their Nanos 
and do other house keeping chores, we need to make sure that the 
Great Machine and City Hall are safe areas. Also the routes from these 
locations to the Sunken Mall and City Station in Midtown, are safe and 
short. 


The city park district is the least dense district in Downtown. It is about 1 
square kilometer in size and has many open spaces and a few smaller 
buildings. 


5.2. WALKTHROUGH 


After a grueling fight with Fuse’s minions in the tubes above Midtown 
and a brief stop to rebuild some of his health in the underground mall, 
Leeroy heads towards the city park. Once there, he'll find the Great 
Machine and create his Mojo Jojo Nano. 


Leeroy walks a block or two towards the hilly landscaped green that 
stretches out before him. On the far end of the park is City Hall, with its 
shiny dome mirroring classic architecture but forged with modern 
materials. The Mayor has graciously opened it up to the resistance to 
use as a headquarters against the invading forces. 


Looking across the park, trees neatly dot the landscape and accumulate 
in certain areas to form wooded groves. Beneath some of the trees, 
Leeroy can see elfish enemies tampering with the tree’s essence and 
leaving it a twisted, bent echo of its former self. Groves of these twisted 
forms mark the regions of the park where monsters are the most 
concentrated. Ornate, arching lampposts stand along either side of 
paths that wind through the grassy park, with benches interspersed 
throughout. 


Just beyond a thick patch of trees looms the Great Machine. 
Resembling a giant astrolabe, huge spheres rotate around it and 
through the giant chassis. Within the different globes, Nanos are 
created. As Leeroy approaches, he sees players running to and fro with 
their new Nanos at their sides. He interacts with the machine and 
prepares to get the reward for all his hard work. 


Once the machine has churned out his new Nano, he quickly switches 
out Megas for Mojo and ponders what his next step should be. Looking 
over the horizon, he sees signs of Fuse’s intrusion into this area. Huge 
islands of earth float in the air, with strands of goo dripping in between. 
Players can be seen leaping from one to the other. His curiosity piqued, 
Leeroy heads to what has been coined the Fissure, a huge crevice 
cleaved into a far area of the park by Lord Fuse. Though surrounded by 
a heavily wooded grove, Leeroy can see huge chunks of earth rise and 
move on their own, creating an elaborate puzzle. 


“A hero’s work is never done,” thinks Leeroy as he heads toward the 
opening in the grove that marks the entrance. 
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5.3. POINTS OF INTEREST 


The city park is the center of the resistance activity for the Downtown 
zone since, it is home to the Great Machine and the resistance 
headquarters. 


5.3.1. FISSURE (ENVIRONMENTAL PUZZLE) 


Chunks of earth floating over a huge crevice in the ground immediately 
inform the players that this part of the park has been infected by Lord 
Fuse. Floating rocks and chunks of earth swirl around a larger floating 
land mass, all of it dripping with goo and surrounded by a green mist. 
Below the floating mass, players can see an unhealthy glow emanating 
from the fissure below. 


5.3.2. AMUSEMENT PARK (ENVIRONMENTAL PUZZLE) 


In contrast to the dark and menacing city zoo, the amusement park is 
still a bright and cheery place for players to enjoy themselves. However, 
because of the menace all around them, the rides and attraction aren't 
operational. Players can jump and climb on futuristic amusement park 
rides, and occasionally encounter a monster or discover an abandoned 
treasure. This can be a small area. 


5.3.3. CITY HALL 


The Mayor's office from The Powerpuff Girls is another building that we 
are lifting directly from one of our shows. It should be reinterpreted for 
the game and serve as the headquarters/command center for the 
resistance against Lord Fuse. Here the players may encounter major 
Cartoon Network characters, including Professor Utonium, Numbuh 
One, Mac, Bloo and others. Inside the base are many television 
monitors, all showing monsters doing dastardly things or other 
characters fighting the monsters. 


5.3.4. GREAT MACHINE 


Located near the city hall is a huge machine that whirls and blinks, 
covered with moving parts like a futuristic astrolabe, floating parts 
spinning all around it. It takes the components the player puts in and 
produces the requested Nano. 





Әм. 


CARTOON NETWORK 


